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Model III ZORK 

1) Check your ZORK diskette to insure that it has a write-protect tab on it. A 
write-protect tab prevents you from accidentally overwriting your game. 

2) Turn the power switch on. Put the program diskette in the main drive (drive 
01 with the label facing up. It should look like this: 



Write- Protect 
Tab 




Drive-0 



B?*re 1-2. Loading ZORK from Diskette on the Modd IH 

3) Your TRS-80 will then prompt you for the date: 

E-:er Date iMM/DD/YY)? 



4) Enter the current date in the proper format and press the i ENTER i key. 
Next, you will see a prompt for the time. Simply press the j ENTER I key 
because the clock display should be off when running ZORK. 

5) The next prompt you see will be a flashing cursor prompt, which follows the 

message 7RSD0S Ready. Type in [Zj [o] [JRJ '\K\ , then press j ENTER j . 

6) When you've correctly loaded ZORK from the diskette, the copyright notice 
and the serial number will appear, followed by a description of the starting 
location of the game. 



Loading ZORK 



The initial ZORK screen display looks like this: 

ROOM: West of House SCCR5: MOVES: 

West of House 

You are stanc.ng ;n an open field west of a 'An te house, 

with a boaraea front door. 

There is a smail mailbox nere. 

If nothing appears on your screen, something is wrong. Turn to Appendix A. 
"Troubleshooting," for help. 

Whenever you see the right arrow ( > ), ZORK is waiting for you to type in your 
instructions. When you have finished typing in your instructions, press the 
[ ENTER key. ZORK will respond and then the right arrow ( > ) will reappear. 

-% 
Next to the ( > I try typing the following: 

[oj [E[E!E ~ lxj [Hj CI] G mSCEjOl-Z [Ij[q] iH 

and press the ENTER j key. ZORK responds with this: 

Opening :-.e mailbox revea:s a eaflet. 

You may respond to ZORK by typing: 

SjQEiA" it ~ lelSlE lZ H [13 [aj [l jI !E lu 

and pressing the i ENTER : key. ZORK cooperates and tells you: 

(TAKEN) 
WELCOVE '0 ZORK 

ZORK ;s a came of adventure, danger, anc 'ow cunning. 

in it vou wii! exolore some cr :ne most am.az ng terntorv 

ever seen bv mortais. 

No TRS-SO s.nould be w.tnout one!. 

NOTE: —'.'ORE— will appear at the bottom of the screen when a description 
will not fit on the screen all at once. Once you have read the part on the screen, 
you may see the rest by pressing the space bar on your keyboard. 

When the right arrow prompt ( > ) reappears, you are left to your own devices. 
Read the "Rules and Strategies" section for further directions and hints. Good 
luck, bon voyage and hold onto your hat! 
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The Great Underground Empire 

In The Great Underground Empire you are near a great underground 
labyrinth, which is reputed to contain vast quantities of treasure. No doubt, 
you wish to acquire some of it. In order to receive full credit for treasure, you 
must deposit it safely in the trophy case. 

In addition to treasure, the labyrinth contains various objects that may or may 
not be useful in your attempt to acquire the treasure. You may need sources of 
light, since caves are often dark, and weapons, since dungeons often have 
unfriendly beings wandering about in them. Reading material is scattered 
around as well, and you might even find some of it useful. 

Beware of the thief! He is a dastardly anti-social type and a skilled 
pickpocket. Watch out for your valuable possessions when he is near. 

To measure your success, ZORK keeps track of your score. You receive points 
for finding treasure, for securing it in the trophy case, for performing certain 
actions, and for visiting certain places. There is a penalty for getting yourself 
killed. 

In this story, time passes only in response to your input. You might imagine a 
giant clock that ticks once per move and the story progresses only at each tick. 
Nothing happens in the story while you are thinking and planning your next 
move, so you can plan your moves slowly and carefully if you so choose. 

The line displayed at the top of your screen tells you the room you are in. your 
current score and how many moves it took you to achieve this: 

= 00M: SCORE: MOVES: 

Concepts for Exploring 

Some things that you can do with objects in this story are not immediately 
obvious. 

Containment: Some objects can contain other objects. Some containers can be 
opened or closed, and some are always open. Some are transparent, and some are 
not. Most containers have a limited capacity, and all objects have sizes, so that 
it is possible to fill up containers. Similarly, some objects have surfaces on which 
other objects can be placed. 

Fighting: Characters in the story will, as a rule, fight back when attacked. They 
may. in some cases, attack you unprovoked. Some of these beings are stronger 
than others: it might be advisable to wait a while before taking them on. 
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Emerging second-best in a fight may leave you somewhat the worse for wear: 
you might want to ask ZORK to diagnose your condition isee Appendix B. 
"Command Summary"). 

Vehicles: There are objects in the story that have the ability to transport the 
fearless player to mysterious regions that are inaccessible on foot. Needless to 
say, one faces great personal peril in venturing into such regions. 

Directions: The passages connecting rooms in The Great Underground Empire 
sometimes twist and turn unpredictably. You cannot expect that after going 
north, you can always return to where you were by going south. 

Talking to ZORK 

When you play a ZORK game, you talk to ZORK in plain English, by typing in 
all your requests on your computer's keyboard when you see the prompt IX. 
(ZORK allows you to abbreviate some words because you use them often.) When 
you have finished typing a line, press the ENTER | key and ZORK will consider 
your request. 

ZORK usually acts as though your sentence begins with "I want to ...". 
although you should not type these exact words. ZORK then displays a response 
that tells you whether what you want to do is possible in the current situation, 
and. if it is. whether anything interesting happens as a resuit. 

All words you type are distinguished by their first six letters and all subsequent 
letters are ignored. For example, typing Open the encyclopedia is equivalent to 
typing Open the encyd or better still. Open the book. ZORK doesn't care 
whether you type in capital letters or lower case letters, or a mixture. 

ZORK understands many different types of sentences. A sentence must contain 
a verb and usually an object. Some examples: 

Take the gold. Drop goid. Pick up gold. Put down the goid. Go north. North. 
Walk north. N. Push burton. Push the red button. Open wooden door. Look at 
the wall. Look under rock. Look behind curtain. Look in bag. Read a book. Read 
all of the books. Drop all. Take all. Drop all but the knife. 

You must separate multiple objects of a verb by the word "and" or a comma (.). 

Take all but the knife and the lamp. Put the gold and jeweis in the trophy case. 
Throw the newspaper, the red book, and the magazine in the chasm. 

You can include several sentences in one input line if you separate them by the 
word then or a period. You don't need to type a period at the end of an input 
line. For example: 
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Take book. N. Drop book and candle. 

Take the book then N. Drop book and candle 

There are only two kinds of questions that ZORK understands: What and 
Where. For example: 

Where Is the gold? What is a grue? 

ZORK tnes to be clever about what you really mean when you don't give enough 
information. If you say that you want to do something, but you don't say what 
to do it with or to, ZORK will sometimes decide that there was only one possible 
object you could have meant. When it does decide, it will tell you. by displaying, 
for example, with the r cce'. If your sentence is really ambiguous. ZORK will 
ask you what you really meant. ZORK may ask. for example. With wnat-; this 
can be answered briefly, by typing iT" "o~ "p* ~e~. 

In a way. ZORK's vocabulary is lopsided, because ZORK uses many more words 
than it understands. ZORK's vocabulary consists of several hundred words, and 
includes neariy all the words that you are likely to use in conversing with ZORK. 
However. ZORK's responses may be quite elaborate at times, and ZORK will 
display English descriptions that it couldn't possibly analyze. Indeed. ZORK's 
response may refer to something to which you cannot refer iperhaps to your 
d ism ay). In that case, it is not essential to the story, and appears in ZORK's 
responses only to enhance your mental imagery. 

Completely mystifying sentences will cause ZORK to complain in one way or 
another, and. after making the complaint- ZORK will ignore the rest of the input 
line. Unusual events, such as being attacked, will also make ZORK ignore the 
rest of the sentences you typed, since the event may have changed your situation 
drastically. 

ZORK's Pedagogy 

ZORK may occasionally have a few words for you when it wants you to clarify 
an instruction you've given. Some of ZORK's remarks are: 

! con": <-:w the wore ' .C'jr word)'.— The word you typed is not in the game's 
vocabulary. Sometimes a synonym or rephrasing will be understood. If not, 
ZORK probably doesn't know the idea you were trying to get across. 

i can't .je the worrj ' .cjr word)' he r e — ZORK knows the word you typed. 
but the word made no sense where you put it in the sentence: Open the take, for 
exampJe, 

V CJ ~ _5t s^oply 3 \ e' c — Unless you are answering a question, each sentence 
must Lave a verb (or a command) in it somewhere. 
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There is a r.oun miss.ng n ~-a: sentence —This usually indicates an incomplete 
sentence, such as Put the lamp in the . where ZORK expected another noun and 
couldn't find one . 

Too many noun clauses —An example is: Put the troll in the basket with the 
shovel. A legal sentence has. at most, one direct object and one indirect object. 

Beg parccn?— You did not type anything after the prompt ( > ) or before you 
pressed the ENTER key on your keyboard. 

It's too dark to see.— In the story, there was no light to see objects in the room. 

i cannot see anv <ob;ec:> ^e'e. — In the story, the object you referred to was not 
accessible to you. 

Multiple CD.ects canned ce usea with >',c-' .era).— It is valid for you to use 
multiple objects (that is. nouns or noun phrases separated by "and" or a comma) 
only with certain verbs. Among the more useful of these verbs are take. drop. 
and put. 

I don't Lnce r s:ana tra: se-te-re.— You typed a sentence that is gibberish to 
ZORK. for example. Give trofl with sword. You might try rephrasing the 
sentence. 

Commands for Exploring 

The best way to move from place to place is to type the direction you want to 
go. Acceptable directions are North or X. South or S, East or E. West or W. XE 
for Northeast or NW, SE. SW ifor Northwest. Southeast or Southwest respec- 
tively), U or Up. and D or Down. 

When you enter a particular place (ZORK cails any kind of a place a "room") for 
the first time. ZORK usually displays the name of the room, a description of it. 
and then descriptions of any interesting objects in the room with which you 
might want to interact. When you return to a room, ZORK normally displays 
just the name of the room and the names of the objects in it. The VERBOSE 
command tells ZORK to give the description of rooms and objects every time 
you go there, not just the first rime. The BRIEF command tells ZORK to 
describe fully only newly encountered rooms and objects. For moving through 
areas you already know well, the SUPERBRIEF command tells ZORK to give 
only the name of a room leven on your first visit there), and not even to mention 
objects in the room. You can aiways get a description of the room you are in and 
the objects in it by typing _L_ _0_ _Oj JCj (or the abbreviation L). 

Hint: Exploring The Great Underground Empire will be much easier if you make 
a map as you move around. 
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List of ZORK Commands 

To amp lify your adventuring, you may order ZORK to give you information by 
typing specific commands. These commands can be used over and over again as 
needed, but they are each considered one complete move. 

The list of commands is: 



AGAIN 



BRIEF 



DIAGNOSE 



INVENTORY 



LOOK 



QUIT 



RESTART 



RESTORE 



SAVE 



SCORE 



ZORK will respond as if you had repeated your previous 
sentence. 

This commands ZORK to fully describe only newly 
encountered rooms and objects. Rooms already visited and 
objects already seen will be described by printing the room 
name and the object names only. 

ZORK gives you a medical report of your physical condition. 
This is particularly useful if you have just survived a 
dangerous battle. 

ZORK lists your possessions. If you've noticed the thief 
lurking about, you might want to check to see if your 
belongings are still there. You may abbreviate 
INVENTORY by typing I. 

ZORK describes your surroundings in detail. You may 
abbreviate LOOK by typing L. 

This gives you the option to quit playing. If you want to 
save your position, first read the instructions under "Saving 
a Game Position." You may abbreviate QUIT by typing Q. 

This ends the game and starts the game over from the 
beginning. 

This lets you pick up a game position from where you issued 
the last SAVE command. See the section on "Restoring a 
Game Position." 

This lets you save your position in a game so you can come 
back to it later. See the section on "Saving a Game 
Position." 

ZORK shows your current score with the number of moves 
you have made, and your rank. Your rank is your rating as a 
professional ZORK player and is based on the number of 
points you have and the number of moves you've made. 
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SCRIPT 
SUPERBRIEF 

UNSCRIPT 
VERBOSE 

VERSION* 

WAIT 



This command assumes you have a printer. It commands the 
printer to begin printing a transcript of your game session. 

This command tells ZORK to show you only the name of the 
room you have entered, and no other information. It is 
briefer than BRIEF. 

Unscript stops your printer from printing. 

This command tells ZORK to show you a long description of 
the room and the objects in it whenever you enter a room. 

ZORK responds by showing you the version and serial 
number of your copy of the game. 

Tiis causes time in the game to pass. Normally, between 
moves, no time is passing as far as ZORK is concerned. You 
could leave your TRS-50. take a nap, and return to the game 
to find that nothing has changed. WAIT is used when you 
want :o find out what will happen in the game if you do 
nothing while time passes. For example, if you encounter an 
alien being, you could WAIT and see what it will do. 



How to Quit 



If you want to stop playing, and do not wish to continue this particular game 
later, type QUIT. ZORK will respond: 

Ycl,' score wouio c-e -totai c* 350 counts), n moves. 

This score g;ves you 're '=r.< of 

Do vcu wisn to leave ve came? <Y s aff.rmative):> 

The right arrow prompt i > i will appear. Type .Yj and press the I ENTER I key. 
(You may type [N_ for NO if you change your mind and want to continue 
playing.) 

Restarting a Game 

If you want to start a new game, type R_ _E_ JJj [TJ [Aj J~_ ;Tj after the right 
arrow prompt ( > I. ZORK will respond by giving you the following message: 



total c* 3 50 coints), in 



moves. 



Your score wouio ce 

Trvs score gives vc- :-e 'arx of 

Do vo'j wish to -eszar.' v s ati; r r~-5-.\e<:> 

Type ^Y after the right arrow prompt < > i appears and press i ENTER | . (You 
may type JSJ] for NO if you change your mind and want to continue in the same 
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game.) ZORK will respond by giving you a Restarting message. Your screen will 
go blank for a moment, except for the top status line. Then the game will begin 
again. You will be West of House, with a score of and moves made. 

If yoa want to continue playing this particular game later, follow the instruc- 
tions under "Saving a Game Position." 

Saving a Game Position 

It will t-jVp you some time to play ZORK through to the end, just as it takes you 
some tim e to finish a good book. You will almost certainly not finish in one 
sitting. ZORK allows you to continue playing later without having to start over 
from the b eginning , just as you can place a bookmark in a book you are reading. 
There is a ZORK command, called SAVE, that makes a "snapshot" of your posi-' 
tion in the game. If you are a cautious or prudent player, you may want to save 
your position before you embark upon (or after you finish) any particularly tricky 
or dang erous part of the journey. Having taken a snapshot, you can go back to 
that position even though you may get lost or killed afterwards. 

Note: You must use the SCRIPT command carefully, especially when using the 
SAVE or RESTORE options. You must make sure your printer is ready to print 
(connected, on-line, enough paper, etc.) any time during the game the SCRIPT 
command is used. 

The following instructions for saving a game will require the storage diskette 
you prepared earlier. Before you attempt to save a game, you must make sure 
the program diskette is write-protected. If you have not prepared this storage 
diskette, see Appendix D (Model I) or Appendix E (Model III). 

You must be very careful when using the SAVE and RESTORE functions. Do 
not press EftfTER j until prompted. Specify the save number (Model I) or name 
(Model III) of the game, and the number of the drive you will use. with care. 
Once the SAVE and RESTORE process has started, it cannot be interrupted 
without loss of data. 

If the screen freezes, or the drives will not stop spinning after at least 90 
seconds, yoo. can press the RESET | button. This will take you to the beginning 
of the game tModel I) or to TRSDOS (Model III). You can then begin the game 

a gain 



When the right arrow ( > i appears, type: 

jjjj JA] X. JJG 

then press the ENTER ; key. 



The foilowing instructions refer to single-drive systems. Multi-drive system users 
should refer to Appendix C. "Tips for Multi-Drive Users." 
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Model I 

ZORK will respond: 

LOAD SAVE DISK, THEN ^^E DRIVE NUMBER (0-3. <ENTER> =0) 

1) Insert the formatted storage diskette and close the drive door. You cannot 
save games on the ZORK Model I program diskette. Press ENTER ' to 
indicate that you want to save the game on a storage diskette in drive 0. A 
will appear next to the SAVE prompt. 

2) ZORK will respond: 

ENTER SAVE NUMBE= 2-~. < ENTER> = 0» 

Unless you want Co* keep the option of saving up to five game positions on 
your storage diskette, press ENTER to indicate that you want to assign 
save number 0. You can use the same save number to save a game from 
several different points; the newly save game position always erases the old 
one with the same save number. A should appear next to the save number 
prompt. 

3) ZORK will respond: 

LOAD DATA DISK. THEN ~ V ?E <ENTER> 



4) Put the ZORK program diskette back in the drive and press '< ENTER I . 

5) If all is well, ZORK will respond: 
OK 

If ZORK responds: 

FAILED 

turn to Appendix A, ""Troubleshooting." 

6) You should see the right arrow prompt l > ); you can now continue playing. 
Type (Tj [OJ [o] [Rj for a description of where you are. You may now use the 
storage diskette and the RESTORE procedure to return to this point at 
another time. 
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Model III 

ZORK will respond: 

Load SA'. E ; s<. :nen er,:e- *' e name, <E\TER> for default. 

1) Remove the ZORK diskette from your disk drive. 

2) Insert the storage diskette and close the drive door. Do not save games on 
the ZORK Model III program diskette. 

3) If you want ZORK to assign the default filename to your saved game, press 
| ENTER" . If you want to give the game a name of your own, type the name 
(correcting mistakes with the — key) and then press i ENTER ] . Do not use 
the defs^it filename if you plan to save more than one game position on a 
diskette- Filenames can be up to eight characters long and may have up to a 
three-character extension. See your Model III Disk System Owner *s 
Manual for more information. 

4) ZORK wiU respond: 

Loac Z-~- :s<. r.ce <5\~E3> to ccr;:.nue> 

Remove the storage diskette from the drive and insert the ZORK diskette 
again. Press the ENTER key. 

5) If all ii weiL ZORK wiil respond: 
Ok 

If ZORK responds: 

Fa.:e~ 

you are either attempting to save a game position on a diskette that is 
already full or something eise is wrong. If your storage diskette is not full, 
turn to Appendix A. ■'Troubleshooting." 

6) You should see the right arrow prompt ( > ): you can now continue playing. 
Type _L_ _0_ ^_ _K_ for a description of where you are. You may now use the 
storage czskette and the RESTORE procedure to return to this point at 
another time. 

Restoring a Game Position 

To pick up a game where you left off. use the RESTORE command. The follow- 
ing instructions are for smgie-drive users. If you have a multi-drive system, turn 
to Appencn C. "Tips for Multi-Drive Users." 
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From anywhere in the game, type after the right arrow ( > ) prompt: 

S US QEi ESi QD 

then press | ENTER'l . 
Model I 

1) ZORK will respond: 

LOAD SAVE DISK, THEN TYPE DRIVE NUV3ER (0-3. <E\~E=> = 0) 
Insert the formatted storage diskette and close the drive door. 

2) Type [oj. 

3) ZORK will respond^ 

ENTER SAVE NUMBER (0--, < ENTER> = C> 

Type the save number of the game position you wish to restore. If the game 
you wish to restore was saved with the default save number <Le.. you pressed 
1 ENTER j after the SAVE prompt was displayed), just press ENTER . 

4) ZORK will respond with this message: 
LOAD DATA DISK, THEN "YPE <ENTE=> 



5) Put the ZORK program disk back in the drive and press i ENTER . 

6) If ZORK successfully loaded the game, it will display OK. If you see ^ AILED 
displayed, ZORK was unable to load the game. Check the save number you 
typed in. If you entered everything correctly, turn to Appendix A. 

4 ' Troubleshooting. ' ' 

7) You're ready to resume the game where you left off. Type L O K to 
see where you are. Good luck! 

Model III 

1) ZORK will respond: 

Load SAVE c!;sk then enter fiie name, <E\~ER> for aefa-- : 

2) Put the disk with the saved game position on it in the drive, and ciose the 
drive door. 
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3' If the g ame you w ish to resume was saved with the default filename (i.e., you 
pressed iENTER after the SAVE prompt was displayed), just press i ENTER | . 



4' If you gave the game a name, type the name and press I ENTER 
5' ZORK will respond with this message: 

Load DATA osk. type < ENTER > to continue 



6> Put the ZORK program disk back in the drive and press [ ENTER , . 

~^ If ZORK successfully loaded the game, it will display Ok. If you see Failed 
displayed. ZORK was unable to load the game. Check the game name you 
typed in. If you entered everything correctly, turn to Appendix A, 
"Troubleshooting." 

6) You're ready to resume the game where you left off. Type jL! !0 O H<| to 
see where vou are. Good luck! 
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Appendix A: Troubleshooting 

If the game does not appear to be functioning properly, check for the 
following: 

1) Check to see that the power is on and that all drives and cables are 
connected properly. 

2) Inspect the diskette carefully for any visible signs of damage. 

3) If you have more than one disk drive, be sure you have used drive (or the 
first drive on the connecting cable) for the ZORK diskette, 

4) Check that the diskette is properly inserted in the drive and that the drive 
door is closed. 

5) Try again, the problem may be only momentary. 

When ZORK responds Fa.ed to either the SAVE or RESTORE procedures, 
check each of the following items to locate the problem. 

1) Inspect the disketteisi carefully for any visible signs of damage. 

2) Be sure that your storage diskette is not write-protected (Le,. there is 
nothing covering the notch on the side of the diskette!. 

3) Check to see that the disketteisi is inserted correctly, and that the drive 
doorts) is closed. 

4) If you have more than one disk drive, be sure the ZORK diskette is in drive 
and you know the correct number of the drive holding the storage diskette 
(1.2, or 3). Be sure you typed the correct number. 

5) If you have turned off the TRS-SO. or have pressed the RESET j button, 
follow the instructions for "Loading ZORK from the Diskette," 

6) Try again, the problem may be only momentary. 

7) As a last resort, try another storage diskette. 
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Appendix B: Command Summary 

The following commands may be entered wU ,k 

appears on the screen: the " ght amjw P rom P t « > > 



AGAIN 



BRIEF 



DIAGNOSE 



INVENTORY 



LOOK 
QUIT 

RESTART 
RESTORE 
SAVE 

SCORE 



SCRIPT 



^Kwill respond as if you had repeated your previous 
This commands ZORK to fully describe onlv newly 

nl'^tbe h^ d6SCrib€d * **"** the ™» 

name ana the object names only. 

dangerous battle. Wi 

Sw^f" P ^ 51003 - If y« « -ticed the thief 
^kmg about, you mignt want to check to see if vour 

This give, you the opdon to quit plav ^. „ 

save you- ^^ ^ reKJ the L^on/ LI -sl°W 

• G^e Posmon". y oq MJr abbreviaK ^ by d ^™« 

™?--. the gme ooo ..tons . M » ^ „. from [he 

" iwaiurdg a uame Position. 

Potion •^ Sh " W ** tbe ***» ° D "&»** a Game 

ZORK shows your current score with tbe number of move* 
you have made, and vour rank. Your «ml ;^ 
professional ZORK pWr ^is ^^1 ^ * 
pomts you have and the number of moves you Vetal 

This -command assumes you have a prmcer. It commands the 
pnnter to began pnntmg . tran8Cript of your game se^oT 
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SUPERBRIEF 

UNSCRIPT 
VERBOSE 

VERSION" 

WAIT 



This command tells ZORK to show you only the name of the 
room you have entered, and no other information. It is 
briefer than BRIEF. 

Unscript stops your printer from printing. 

This command tells ZORK to show you a long description of 
the room and the objects in it whenever you enter a room. 

ZORK responds by showing you the version and serial 
number of your copy of the game. 

This causes time in the game to pass. Normally, between 
moves, no time is passing as far as ZORK is concerned. You 
could leave your TRS-SO. take a nap. and return to the game 
to-find that nothing has changed. WAIT is used when you 
want to find out what wiil happen in the game if you do 
nothing while time passes. For example, if you encounter an 
alien being, you could WAIT and see what it will do. 



Sentence Syntax 

• A ZORK sentence must contain at least a verb or a command (e.g., AGALNl. 

• Separate multiple objects of a verb by the word "and" or a comma (,). 

• Several sentences typed to ZORK at one rime must be separated by periods 
or by the word "then". A period is not needed at the end of a line of input. 

• Only rwo kinds of questions may be asked: "What" and ""Where". 

• Compass directions may be abbreviated to N. E, S, W, NE, NW, SW, SE: Up 
and Down may be abbreviated to U and D respectively. 

• The letter L may be used to abbreviate the LOOK command. 

• The letter I may be used to abbreviate the INVENTORY command. 

• The letter Q may be used to abbreviate the QUIT command. 
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Appendix C: Tips for Multi-Drive Users 

Multi-drive systems make some ZORK procedures quite easy, notably saving 
and restoring game positions. 

Make sure the ZORK program diskette is write-protectecL 

Model I 

Saving a Game Position 

You must have a TRSDOS initialized diskette to save a game position. See 
Appendix D, "How to FORMAT a Storage Diskette." To save a game position 
on a multi-drive TRS-SO Model I, follow these steps: 

1 1 After the right arrow ( > ) prompt, type: 

JL A [vi!H 

then press the j ENTER I key. 

2) ZORK will respond: 



SAVE DISK. THEN TYPE DRIVE NUMBER 



< ENTER > = 2 



3 1 Insert the initialized storage diskette in drive 1 and dose the drive door. You 
cannot save games on the ZORK Model I program diskette. Type J_ . 

4) ZORK will respond: 

ENTER SAVE" NUMBER (0-4, <E\TER> =0) 

5) If you want ZORK to assign the default save number <0l to your saved game, 
press j ENTER | . If you want to give the game a number of your own. type 
the number (correcting mistakes with the — key). 

6) If all is well. ZORK will respond: 
OK 

If ZORK responds: 

turn to Appendix A. "Troubleshooting." 
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You should see the right arrow prompt t > ■: you can now continue playing. Type 
QTj 0_ _0_ JC for a descripcion of where you are. You may now use the 
storage diskette and the RESTORE procedure to return to this point at another 
time. 

Restoring a Game Position 

To pick up a game where you left off. you use the RESTORE command. The 
following instructions are for multi-drive Model I users. If you have a single- 
drive system, turn to '•Restoring a Game Position"' in the main part of this 
manual. 

From anywhere in the game, type after the right arrow ( > ) prompt: 
E II i S E Jl then press , ENTER . 

1) ZORK will respond^ 

;_C~D SAVE DISK. ~-E\ TYPE 2?-X=. \UMBER iO-3, 0= < ENTE = > '■ 

2) Put the storage diskette in drive 1 and close the drive door. Type j_1_ . 

3) ZORK will respond: 

E\7=? SAVE NUV === 0--. <E\TE=> =0) 

4) If the game you wish to resume was saved with the default save number (i.e., 
you pressed | ENTER after the SAVE prompt was displayed), just press 

ENTER i . If you gave the game a save number from 1-4. type that number. 

5) If ZORK successfully loaded the game, it will display OK. If you see FAILED 
displayed. ZORK was unable to load the game. Check the game number you 
typed in. If you entered everything correctly, turn to Appendix A, 

" 'Troubleshooting." 

6) You're ready to resume the game where you left off. Type jTTj \o\ [O; JK_ to 
see where you are. Good luck! 

If you're a conservative player, you can keep your storage diskette in drive 1 and 
save your game position frequently. If you use the same filename, for example, 
the default filename. ZORK will overwrite the old file each time you save your 
game position. Then, if you get lost or killed, you can pick the game up at the 
point where you last saved it. 
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Model in i 

Saving a Game Position i 

i 
You must have a TRSDOS initialized diskette to save a game position. See 

Appendix E. "How to BACKUP a TRSDOS Diskette," To save a game position j 

on a multi-drive TRS-80 Model III. follow these steps: 

1 1 .After the right arrow ( > ) prompt, type: 

IF 5] [vJH] 

then press the 1 ENTER i key. 

2. ZORK will respond: I 

_raa SAVE c.s< ir.en e-.ter fie rsme. <ENTE?.> for default i 

t 

3. Insert the storage diskette in drive 1 and close the drive door. You cannot 
save games on the ZORK Model III program diskette, 

i 

4. If you want ZORK to assign the default filename to your saved game, press 

ENTER j . If you want to give the game a name of your own. type the name i 

'correcting mistakes with the — key! and then press ENTER I . Filenames can i 

be up to eight characters long and may have up to a three-character j 

extension. See your Model III Disk System Owners Manual for more j 

information. You may also type j__ [_nj after a filename, where '"n" is 1-3. J 
This forces ZORK to save the game onto the diskette in drive *'n". 

5. ZORK will respond: 
_oaa DATA CiSk.'tvDe ENTER :o continue > 



Press i ENTER: . If all is well. ZORK will respond: 

~< 

If ZORK responds: 

=3;ed 

turn to Appendix A. "Troubleshooting." 

5. You should see the right arrow prompt ( > ); you can now continue playing. 
Type '_ki Q .OJ J^i f° r a description of where you are. You may now -ise the 
storage diskette and the RESTORE procedure to return to this point at 
another time. 
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Restoring a Game Position 

To pick up a game where you left off. you use the RESTORE command. The 
following instructions are for multi-drive Model III users. If you have a single- 
drive system, turn to "Restoring a Game Position" in the main part of this 
manual. 

From anywhere in the game, type after the right arrow ( > ) prompt: 

[RJ OF If [jj [CM [FT jj[ then press : ENTER . 

1) ZORK will respond: 

Lcaa SAVE d-,s< :nen enter file r "a- v "e. < E\TER> .or cefauit 

2) Put the storage disk in drive 1. and close the drive door. 

3) If the game you wish to resume was saved with the default file name (i.e.. 
you pressed I ENTER after the SAVE prompt was displayed), just press 



ENTER I . 



41 If you gave the game a name, type the name and press ENTER I . 
5) ZORK will respond with this message: 

Lcaa DATA c:s<. type <ENTER> :r :c-:r.ue 



6) Press i ENTER . 

7) If ZORK successfully loaded the game, it will display Cc If you see Faied 
displayed, ZORK was unable to load the game. Check the game name you 
typed in. If all is correct, turn to Appendix A. "Troubleshooting." 

8) You're ready to resume the game where you left off. Type J-j ,01 O^ JCj to 
see where you are. Good luck! 

If you're a conservative player, you can keep your game save diskette in any 
drive except drive and SAVE your game position frequently. If you use the 
same filename, for example, the default filename. ZORK will overwrite the old 
file each time you save your game position. Then, if you get lost or killed, you 
can pick the game up at the point where you last saved it. 
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